























'Vhvtk it out 



Guide the tank through 
the changing • flw* and 
tridtpon the treasuia 
Kays to then ^ n* 01 
matched locks Every 
round presents the 
player with a new 

environment 

Scoie points to earn 
more fuel by blasting 
enemy aggressors and 
by unlocking the locks 

Yellow enemy 
i aggressors move along 
the walls Green 
aggressors travel at 
random Red enemies 
bounce and ricochet 
ott walls All travel 
taster and shoot more 
frequently with each 
round, and they also 
become worth more 
points 

Avoid the constantly 
changing ' force field 
walls The player is 
destroyed if caught m 



unit H 

«r*#my $ 00 t ****** 


Open lit# lock* V' 

bond# point* 

, by unlock* n'J *" V* 

locks in any 
sequence, 

„ and bonus points w* 
calculated based on 
how much fuel 
remains after ail lock# 
are opened —the lees 
fuel used, the more 
points scored 


> double bonus points 
are earned by 
unlocking the locks in 
1 2. 3, 4 sequence 


Seven realistic sound 

effects 

• the continuous Pulsar 
heartbeat 

• the electric sizzle of 
force-field walls 

• the clanging of 
shifting walls 

• the blasting sound of 
the player s fire 

• the piercing shots of 
the aggressors 

• the sound that signals 
the shift to a new 
maze. 

• the exciting clamor of 
bonus points 
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PENGO IS COHIHGt 








The new Star of 
video cartoon games 
is about to be unveiled. 
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EBmcr 

CP-5200U 

COLOR VIDEO 
CASSETTE PLAYER 



STILL-PICTURE PLAYBACK CAPABILITY 











CP-5200U 






















Oideo pfS N S1 in sessional 


Tht Cf»*?O 0 U hat baa. oappnw, m ro 
•po»m to widrtprt«d damand lor a 1/4* 
color VCR with eaoaHant mil f r »m» 
C * P * ,,I,T > ■« pmibt ft ill prcturt »«r« 
lor detsilad ana I yin an added ccmvr 
nianoa in any type of «remm| or educe 


Tha optional plug in RF convener pro 
ndaf you wtth tha added option of not 
only playing back through a monitor but 
alao regular TV reoatvor 
Tha U typa VCR hat craotad an entirety 
nanr dwnanuon in corporate aducational 
and foomnant common tcetions ad 
ll'* '6700U provide* full tha acoani 
on convenience to mart your prolrtwond 
vKtao programming naadi 


^ claar pmurei 

' * arjfa. sharp *magri and w*< 


Irama playback 
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♦ at%a p 



Staraaphomc or b tepal 


f-or patter operator*! ftatiltMiry. two 
*>d«o c Hannah allow umulunaom or 
^xhpandam playback, of two differ ant 
■hind track i — thus anabImg playback of 
stwaophonc or t»l*nfuaf tapes or tapes 
'wnfaiOocw tones 




Remote control (optional) 

° w S?OOU and you have opr 










CONNECTIONS 






JVC 
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The 

Games 

People 

Really 

Play! 













l°te these oetetehding f, a tur, Bl 


- Combination time and 


remaining—car play. 


score is over 2,000 when time runs out, a bonus 
iw .rded .end play continues until the 2nd car crashes. 
Additional cars are also awarded at 4,000 6,000 and 0,000 points. 
— The ultimate in realism. 


The road has narrow and wide portions, slip zones, tunnels 

(Player’s car lights go on), water puddles, 2-lane bridge and 
graveled sections. Player must also yield right of way to 
emergency vehicles which rush by with screaming sirens. 

- Itynaroic sound effects. 

8 different sound effects from front and back of the driver for 
added realism. 

- Score ranking display spurs player’s competitive instinct, 

- Completely new streamlined cabinet. 

How To Play 

- Insert coin to start game. Shift into low gear and step on the 
accelerator. Shift into high for top speed and points. 

- Player plays against time until timer drops to zero. However 
if placer’s score is over 2,000 extended play is possible until 


the player craehee * 11 ° f h “ ” 0 ”“’ oa ”’ 

Score advances twice as faot when paeoirg through turnolo or 

over slip z° nes ° r wator P uddleB - 

iTh'T'i'iBQB in speed when score exceeds 5,000 and when 
_ Player’s car mcrua 

. n nno the speed of the opponent's oar will change 

score exceeds 

nuhing Pley »re 

w 70om x D 171cm x H 150om 
Si zo: 1 

Screen: 20" Color 






SEGA "SPACE ATTACK" 


A space theme depicting battle with creatures from outer space. 

Creatures from outer space attack in waves to destroy the naval 
base. The player moves his ship with the control lever to evade 
enemy fire and, at the same time, attempts to shoot down as many 
creatures as possible by depressing the firing button on the 
control lever and releasing laser beams. 

If player scores over 10,000 points (or 15,000 points), he wins 
an extra battleship. 

If all creatures are shot down twice, their base spacecraft 
appears and, if the player also hits the base spacecraft, he 
will be awarded an extra battleship. 

Game is over if all battleships are destroyed or if even one 
creature manages to reach the base. 

In a 2 player game, the players alternate when a battleship is 
hit by the enemy. 

Scores are 100 points, 200 points and 300 points for the different 
creatures. 

This game is provided with a credit mechanism and high scores 
down to 3rd place are displayed. 

Game also available in the popular cocktail table version in 
addition to SEGA's unique game stand models. 


Dimensions: W63cm X DIOOcm X H170cm 

Power: 100V, 105W, 50/60 Hz. 

Screen: 20" Black & White (lV color in cocktail 

table and 16" color in game stand) 











INVINCO 


How Do You Cope With the Strong Forces of Invinco? 


One Key To a High Score Is-. 


Make Stars and then Shoot Down the Immobile Enemy. 

To avail yourself of time lag produced in the marching rows 
of Aliens, shoot carefully and change neighboring Aliens 
into stars. Then destroy the frozen targets quickly. 

Fire Without A BreakI 

Fire the repeating laser beam without a break to prevent 
Aliens from attacking. In doing so Invincos will be formed 
and represented by another shape. They get smaller each time 
they are shot. You bring them down most effectively by 
continuous firing. 

In Game Patterns 3, 4, 6 and 8 (and 10, 12 -), Aliens move 

at random. So, in those Patterns, you must shoot them down at 
one or the other end of a row, to prevent them from advancing. 

When all Aliens are brought down, any Invincos left alone on 
the screen will accelerate in speed. So you'd better leave 
one Alien unshot, to more easily take aim at the slowly moving 

Invincos. 
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Gremlin Industries, Inc* 

84-Of Aero Drive, San Diego, California 92113 

















Gremlin Industries, Inc. 

8401 Aer* Drive,San Dies*.California 0?ll3'Teleph*ne: (714)177-8700 











































